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(54) Gaming machine 

(57) A gaming machine comprises sound effect pat- 
tern storage apparatus storing a plurality of sound effect 
patterns therein; sound effect pattern selector for select- 
ing one sound effect pattern from the plurality of sound 
effect patterns stored in the sound effect pattern storage 
apparatus according to a predetermined condition; and 
indicator for informing, when the special game occurs, 
the player of an occurrence of the special game by gen- 



erating sound effects according to the sound effect pat- 
tern selected by the sound effect pattern selector. Con- 
sequently, the player can feel a new impression every 
time a special game occurs, thus being able to fully en- 
joy the pleasure of gaming. The sound effect pattern 
storage apparatus and the sound effect pattern selector 
are constituted by a control unit 23, whereas the indica- 
tor is constituted by a speaker 21 . 
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Description 

BACKGROUND OF THE INVENTION 

Field of the Invention s 

[0001] The present invention relates to a gaming ma- 
chine, such as slot machine, pachinko machine, pachis- 
lo gaming machine, or the like; and, in particular, to a 
gaming machine adapted indicate by sound effects the io 
occurrence of a special game 

Description of the Prior Art 

[0002] A conventional gaming machine will be ex- is 
plained, by way of example, in regard to a slot machine 
which is a typical gaming machine. 
[0003] A conventional slot machine can start a game 
when a game medal is inserted therein. When a player 
operates a start switch after a game starting condition 20 
is set in order, a plurality of reels rotate, so that a plurality 
of symbols formed on the surface of each reel move at 
a high speed. Then, when the player operates the re- 
spective stop switches corresponding to the individual 
reels, the latter stop rotating, whereby a plurality of sym- 2s 
bols formed on the reel surfaces are displayed in their 
stopped state. 

[0004] Here, in the case where the symbols thus dis- 
played in their stopped state constitute a predetermined 
combination, then game medals are paid out or a special 30 
game known as so-called big bonus game can be 
played. 

[0005] This special game allows the player to play a 
game under a condition more advantageous than that 
in normal games. For example, the player can acquire 35 
a greater number of medals in a big bonus game than 
in a normal game. Therefore, the player is playing 
games while expecting occurrences of special games in 
which a greater number of game medals can be ac- 
quired. 40 
[0006] Also, for informing the player of the occurrence 
of a special game, so as to enhance the pleasure of 
games, LEDs and lamps are biinked, sound effects are 
generated from a speaker, and so forth. 
[0007] In the conventional slot machine mentioned 45 
above, however, the sound effects generated from the 
speaker are based on only one kind of sound effect pat- 
tern. For example, when a big bonus game occurs, a 
fanfare indicating the occurrence of the big bonus game 
is sounded, and so forth. so 
[0008] Meanwhile, with a slot machine in which a spe- 
cial game has once occurred, the player typically keeps 
playing games while expecting special games to further 
occur. In this case, if the sound effects (winning sounds) 
identical to those at the first occurrence of the special ss 
game are generated upon the second or later occur- 
rence, the pleasure of gaming may not fully be enjoyed. 
[0009] Namely, in the case where special games have 



occurred many times, if the same sound effects are 
heard every time, the impression of the occurrences of 
special games will gradually fade away, so that the 
pleasure of gaming may not be enjoyed in the second 
and later special games as compared with the first spe- 
cial game. 

[0010] Also, as with the above-mentioned slot ma- 
chine, other gaming machines such as pachinko ma- 
chine, pachislo gaming machine, and the like include 
those which allow players to play special games more 
advantageous than normal games, thus having similar 
problems. 

SUMMARY OF THE INVENTION 

[0011] In view of the above-mentioned circumstanc- 
es, it is an object of the present invention to provide a 
gaming machine which, by preparing a plurality of sound 
effect patterns for indicating occurrences of special 
games, generates a new impression upon each occur- 
rence of special games, thus allowing its players to fully 
enjoy the pleasure of gaming. 

[001 2] For achieving the above-mentioned object, the 
gaming machine of the present invention is a gaming 
machine which causes a game to be played on condition 
that a game medium is inserted therein, and allows a 
player to play a special game more advantageous than 
a normal game when a predetermined condition is 
achieved; the gaming machine comprising sound effect 
pattern storage means storing a plurality of sound effect 
patterns therein; sound effect pattern selecting means 
for selecting one sound effect pattern from the plurality 
of sound effect patterns stored in the sound effect pat- 
tern storage means according to a predetermined con- 
dition; and indicating means for informing, when the 
special game occurs, the player of an occurrence of the 
special game by generating sound effects according to 
the sound effect pattern selected by the sound effect 
pattern selecting means. 

[0013] The sound effect selecting means may com- 
prise random number generating means for generating 
a random number within a predetermined numerical 
range, and a sound effect pattern may be selected ac- 
cording to a random number value generated by the ran- 
dom number generating means. 
[0014] The sound effect pattern may be selected by 
the sound effect pattern selecting means upon the oc- 
currence of the special game. 

[0015] The gaming machine may be a slot machine. 
[0016] The sound effects may comprise a fanfare. 
[0017] The plurality of sound effect patterns may com- 
prise a plurality of tunes having melodies different from 
each other. 

[0018] The plurality of sound effect patterns may com- 
prise an identical melody but differ from each other in at 
least one of tempo and interval thereof. 
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BRIEF DESCRIPTION OF THE DRAWINGS 
[0019] 

Fig. 1 is a perspective view of a slot machine which 
is a typical example of the gaming machine in ac- 
cordance with the present invention; 
Fig. 2 is a block diagram showing a schematic con- 
figuration of the control unit of the slot machine and 
peripheral devices connected thereto; 
Fig. 3 is a conceptual view of a relresh register for 
generating random numbers used for selecting 
sound effects; 

Fig. 4 is an explanatory view of outputting condi- 
tions for winning sounds of a big bonus game; 
Fig. 5 is a flowchart for explaining how to apportion 
the winning sounds of the big bonus game; 
Fig. 6 is a flowchart showing the procedure of a 
process of selecting the winning sounds of the big 
bonus game; and 

Fig. 7 is a timing chart showing a timing at which 
the wining sounds of the big bonus game are gen- 
erated. 

DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

[0020] In the following, embodiments of the present 
invention will specifically be explained with reference to 
the accompanying drawings. 

[0021] The following embodiments will be explained, 
by way of an example, in regard to a slot machine as a 
typical gaming machine. Also, this siot machine is as- 
sumed to use game medals as its game medium. 

Slot Machine 

[0022] Figs. 1 and 2 show an embodiment of the slot 
machine in accordance with the present invention. Fig. 
1 is a perspective view of this slot machine, whereas 
Fig. 2 is a block diagram showing the schematic config- 
uration of its control unit and peripheral devices con- 
nected thereto. 

[0023] As shown in Fig. 1, the slot machine 1 in ac- 
cordance with the present invention has a housing 3 
whose front side is provided with a front door 2 which is 
adapted to open and close. The front door 2 is formed 
with three display windows 4a to 4c, aligning left to right, 
located above near the center of the front face thereof. 
The respective outer peripheral surfaces of three reels 
5a to 5c disposed within the housing 3 face their corre- 
sponding display windows 4a to 4c. Also, winning line 
indicators 6a to 6e for indicating respective effective 
winning lines are formed across all the display windows 
4a to 4c so as to extend to the peripheries thereof. In 
the embodiment shown in Fig. 1, five winning line indi- 
cators 6a to 6e in total constituted by three horizontal 
ones and two oblique ones crossing the horizontal ones 



are provided. Further, on the left end side of the respec- 
tive winning line indicators 6a to 6e, effective line indi- 
cator lamps 7a to 7e for indicating the respective effec- 
tive winning lines are provided. 

5 [0024] Formed in the front door 2 below the display 
windows 4a to 4c is a display section such as a credit 
display section 8 constituted by a seven-segment LED 
or the like for displaying the number of credited game 
medals. Also, a dividend display section 9 for displaying 

10 the number of game medals to be paid out in reward for 
a winning is provided in the upper part on the front side 
of the housing 3. 

[0025] The front face of the front door 2 below the 
credit number display section 8 is provided with a shelf 
is 1 0 which is downwardly inclined toward the front side of 
the front door 2. This shelf 10 is provided with a medal 
insertion slot 11 for inserting game medals used for 
gaming, a bet switch 1 2 for inserting, one by one, game 
medals used for gaming within a credited range, and a 
max bet switch 1 3 for inserting the game medals used 
for gaming up to the maximum permissible bet number. 
Also, a medal sensor 14 (shown in Fig. 2) for detecting 
game medals is disposed in a medal path (not depicted) 
communicating with the medal insertion slot 11. 
[0026] Provided in the front face of the front "door 2 
below the shelf 1 0 are a C/P switch 1 5 for changeover 
between the credit and the payout of the medals ac- 
quired by the player, a start switch 1 6 for starting rotating 
each of the reels 5a to 5c on condition that a game medal 
is inserted, and three stop switches 17a to 1 7c for stop- 
ping rotating the respective reels 5a to 5c. 
[0027] Further provided in the lower part of the front 
door 2 is a medal tray 1 8 for receiving the game medals 
paid out as a prize, and a medal payout slot 1 9 facing 
the medal tray 18. A sound transmission hole 20 is 
formed on the right side of the medal payout slot 19, 
whereas a speaker 21 is provided within the housing 3 
so as to face the sound transmission hole 20. This 
speaker 21 functions as an indicating means for inform- 
ing the player of the occurrence of a special game. 
[0028] Within the housing 3, the reels 5a to 5c are ro- 
tatably disposed at their respective positions where their 
outer peripheral surfaces face their corresponding dis- 
play windows 4a to 4c, whereas a hopper 22 (shown in 
Fig. 2) for paying out game medals as a prize is disposed 
at a position communicating with the medal payout slot 
1 9. Also, a control unit 23 (shown in Fig. 2) for electrically 
controlling the slot machine 1 is disposed within the 
housing 3. 

[0029] A light-transparent reel tape having a plurality 
of kinds of symbols displayed thereon at predetermined 
intervals is attached to the outer peripheral surface of 
each of the reels 5a to 5c. The kinds of symbols include 
"7," "BAR," "watermelon," "bell," "plum," "cherry," "or- 
ange," and the like, for example, and each of the reels 
5a to 5c displays 21 symbols. Here, the kinds of symbols 
and the number of symbols displayed in each of the 
reels 5a to 5c can be changed as appropriate. 
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[0030] Disposed inside each of the reels 5a to 5c are 
three reel lamps 44 (shown in Fig. 2) in a vertical row 
for illuminating from inside the respective reel 5a to 5c 
in a transmitting manner the symbols seen through their 
corresponding display windows 4a to 4c. As the reel 
lamps 44 are lit, each of the reels 5a to 5c can be illu- 
minated from inside, whereby the symbols displayed in 
their stopped state on effective winning lines can be 
highlighted. 

[0031] Also disposed within the housing 3 is a setting 
switch 46 (shown in Fig. 2) for setting the probability of 
occurrence of so-called big bonus games. 
[0032] Though not depicted in detail, this setting 
switch 46 is constituted by a key type setting switch in 
synchronization with a power switch, and a reset switch 
or the like, for example. 

[0033] The set values of probability of occurrence of 
big bonus games can be set to six stages of "1 " to "6," 
for example, while the individual set values correspond 
to six stages of probability of occurrence within the 
range of 1/240 to 1/300. As the control unit 23 controls 
the reels 5a to 5c so as to make them rotate and stop 
according to thus set values, big bonus games are gen- 
erated. 

Game in Slot Machine 

[0034] To begin with, for playing a game with the slot 
machine 1, game medals are actually inserted into the 
medal insertion slot 11 , or the bet switch 12 or the max 
bet switch 1 3 is operated such that game medals used 
for gaming are inserted within the credit range. Here, 
effective winning lines are determined according to the 
number of inserted game medals, and their correspond- 
ing effective line indicator lamps 7a to 7e are lit. For ex- 
ample, one horizontal line in the middle becomes effec- 
tive when one game medal is inserted; three horizontal 
lines in the upper, middle, and lower parts become ef- 
fective when two game medals are inserted; and five 
lines in total consisting of three horizontal lines in the 
upper, middle, and lower parts and two oblique lines be- 
come effective when three game medals, which consti- 
tute the maximum permissible bet number, are inserted. 
[0035] Subsequently, when the player operates the 
start switch 16, all the reels 5a to 5c start rotating at 
once, whereby a plurality of kinds of symbols formed on 
the respective outer peripheral surfaces of the reels 5a 
to 5c are displayed while vertically moving within their 
corresponding display windows 4a to 4c. When the ro- 
tation of each reel 5a to 5c reaches a predetermined 
speed, its corresponding stop switch 1 7a to 17c is made 
effective. Then, as the player operates each stop switch 
1 7a to 1 7c, its corresponding reel 5a to 5c stops rotating. 
[0036] Here, in the case where the combination of the 
symbols displayed on an effective winning line in their 
stopped state constitutes a predetermined winning 
mode, the number of game medals corresponding to 
this winning mode are paid out as a prize or added as 



a credit. 

[0037] Predetermined winning modes include those 
of normal games and those of special games more ad- 
vantageous than the normal games to the player. Fur- 
s ther, the winning modes of special games include those 
of so-called big bonus games and those of so-called reg- 
ular bonus games. 

[0038] The winning modes of normal games include, 
for example, the cases where the combination of the 

to symbols displayed on an effective winning line in their 
stopped state is constituted by "bell," ■bell," and "bell*; 
where the combination is constituted by "orange," "or- 
ange," and "orange"; where "cherry" is displayed in its 
stopped state in the left display window; and the like, 

is whereby a predetermined number of, e.g., two to eight, 
game medals are paid out. 

[0039] In addition, winning modes for replay may be 
set, so as to allow the player to play a game again under 
the same condition as that of the last game. 

20 

Big Bonus Game 

[0040] The winning modes of big bonus games are 
concerned with games started on condition that the 

25 combination of symbols displayed on an effective win- 
ning line in their stopped state is constituted by "7," "7," 
and "7," for example, whereby a predetermined number 
of, e.g., 15, game medals are paid out, while big bonus 
games which are more advantageous than normal 

30 games to the player are allowed to be played. 

[0041] In a big bonus game, the so-called regular bo- 
nus game can be played three times, and a greater 
number of game medals can be acquired as compared 
with a normal game. 

35 

Regular Bonus Game 

[0042] The winning modes of regular bonus games 
are concerned with games started on condition that the 

^o combination of symbols displayed on an effective win- 
ning line in their stopped state is constituted by "BAR," 
"BAR," and "BAR," for example, whereby a predeter- 
mined number of, e.g., 15, game medals are paid out, 
while regular bonus games are allowed to be played. 

45 [0043] In a regular bonus game, a predetermined 
number of game medals are inserted, and the start 
switch 16 is operated, so as to start rotating the reels 5a 
to 5c. Thereafter, the stop switches 17a to 17c are op- 
erated, so as to stop rotating their corresponding reels 

so 5a to 5c. 

[0044] Then, if the symbols displayed on an effective 
line in their stopped state constitute a predetermined 
combination, a predetermined number of, e.g., 15, 
game medals will be paid out. 
55 [0045] In this regular bonus game, the maximum 
number of games and the maximum number of winning 
are limited. For example, when the above-mentioned 
game is played 12 times, i.e., the maximum number of 



BNSDCCID: <EP 0997856A2_I_> 



4 



7 



EP 0 997 856 A2 



8 



games is reached, or the above-mentioned winning is 
attained 8 times, i.e., the maximum number of winning 
is reached, then the regular bonus game is terminated. 
[0046] The above-mentioned series of gaming ac- 
tions is controlled by the control unit 23 disposed within 
the housing 3. 

Control Unit 

[0047] The control unit 23 will be explained with ref- 
erence to Fig. 2. 

[0048] As shown in Fig. 2, the control unit 23 compris- 
es a CPU 24, a ROM 25, a RAM 26, a clock circuit 27 
for generating an operating clock signal for the CPU 24, 
a probability setting section 28 for setting the probability 
of occurrence of big bonus games, and a sound effect 
selecting random number generator 45 for generating a 
random number used for selecting sound effects. 
[0049] The ROM 25 stores therein not only the proce- 
dure of processing in games of the slot machine 1 as a 
sequence program but also data such as a winning 
probability table and the like for determining the proba- 
bility of sampling and the like. As the CPU 24 and the 
like operate according to the sequence program, games 
in the slot machine t are controlled. 
[0050] Thus, the ROM 25 constitutes a sound effect 
pattern storage means storing a plurality of sound effect 
patterns therein, whereas the control unit 23 comprising 
the CPU 24 and the like constitutes a sound effect pat- 
tern selecting means for selecting one sound effect pat- 
tern from the plurality of sound effect patterns stored in 
the sound effect pattern storage means. 
[0051] The clock circuit 27 comprises a clock pulse 
generator 29 for generating a reference clock at a pre- 
determined frequency, and a divider 30 for generating 
an operating clock signal for the CPU 24 by dividing the 
reference clock signal. 

[0052] The probability setting section 28 comprises a 
random number generator 31 for generating random 
numbers within a predetermined range under the control 
of the CPU 24, and a random number sampling circuit 
32 for extracting a given random number from the ran- 
dom numbers generated in the random number gener- 
ator 31 and transmitting thus extracted random number 
to the CPU 24. Also, the setting switch 46 for setting the 
probability of occurrence of big bonus games is connect- 
ed to the probability setting section 28. 
[0053] The sound effect selecting random number 
generator 45 comprises, for example, an 8-brt refresh 
register and is adapted to generate 1 28 random num- 
bers ranging from "0* to ^27" when all the bits of the 
refresh register are used. This sound effect selecting 
random number generator 45 constitutes a random 
number generating means. 

[0054] Connected to a plurality of I/O ports provided 
with the CPU 24 are the bet switch 12, the max bet 
switch 13, the C/P switch 15, the start switch 16, the 
medal sensor 14, a motor driving circuit 33, a reel posi- 



tion detecting circuit 34, a reel stop signal circuit 35, a 
hopper driving circuit 36, a payout completion signal cir- 
cuit 37, a display driving circuit 38, a speaker driving 
circuit 39, and a lamp driving circuit 40. 

s [0055] In the following, the individual circuits men- 
tioned above will be explained in detail. 
[0056] Connected to the motor driving circuit 33 are 
stepping motors 41a to 41c for driving the respective 
reels 5a to 5c to rotate. As driving pulses are supplied 

io or stopped being supplied to the individual stepping mo- 
tors 41a to 41c under the control of the CPU 24, the re- 
spective reels 5a to 5c are caused to start or stop rotat- 
ing. 

[0057] The reel position detecting circuit 34 is provid- 
es ed with a position detecting sensor comprising a photo- 
sensor or the like for detecting the rotating position of 
each of the reels 5a to 5c, so that the position detection 
signals concerning the reels 5a to 5c detected by the 
position detecting sensor are transmitted to the CPU 24. 
20 [0058] Connected to the reel slop signal circuit 35 are 
stop switches 17a to 17c. As the player operates the 
stop switches 17a to 17c, the operation is detected, and 
the resulting stop switch detection signal is transmitted 
to the CPU 24. 

25 [0059] Connected to the hopper driving circuit 36 is 
the hopper 22 for storing game medals. 
[0060] Connected to the payout completion signal cir- 
cuit 37 are a medal storage section 42 and a medal de- 
tecting section 43. The medal storage section 42 is a 

30 section for storing the game medals inserted from the 
medal insertion slot 11 or the game medals to be paid 
out as a prize, and is adapted to store the game medals 
until they reach a predetermined maximum permissible 
storage number. The maximum permissible storage 

35 number is 50, for example, so that up to 50 game medals 
are stored : whereas the 51 st and later game medals are 
actually paid out from the hopper 22 to the medal tray 
18. The actually paid-out medals are counted by the 
medal detecting section 43 at the time when being paid 

to out from the hopper 22 to the medal tray 18. In the op- 
eration of paying out game medals at the time of win- 
ning, if the sum value stored in the medal storage sec- 
tion 42 in an adding fashion or the counted value in the 
medal detecting section 43 reaches a predetermined 

45 payout number, then a payout completion signal is 
transmitted from the payout completion signal circuit 37 
to the CPU 24. 

[0061] Connected to the display driving circuit 38 are 
the effective line indicator lamps 7a to 7e, the credit 

so number display section 8, and the dividend display sec- 
tion 9. Under the control of the CPU 24, the effective line 
indicator lamps 7a to 7e are lit, and displaying is effected 
. in each of the display sections 8, 9. Also, the number of 
game medals stored in the medal storage section 42 is 

5 5 displayed in the credit number display section 8. 

[0062] Connected to the speaker driving circuit 39 is 
the speaker 21 for generating sound effects and the like. 
Connected to the lamp driving circuit 40 are the reel 
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lamps 44 for illuminating from inside the reels 5a to 5c 
in a transmitting fashion the symbols seen through the 
display windows 4a to 4c. 

Control Processing of Slot Machine 5 

[0063] In the following, the control processing of the 
slot machine 1 carried out by the control unit 23 will be 
explained with emphasis on the process of indicating the 
occurrence of a special game in particular. 10 
[0064] Fig. 3 is a conceptual view of a refresh register, 
Fig. 4 is an explanatory view of outputting conditions for 
winning sounds of a big bonus game, and Fig 5 is a 
flowchart for explaining how to apportion the winning 
sounds of the big bonus game. Also, Fig. 6 is a flowchart is 
showing the procedure of a process of selecting the win- 
ning sounds of the big bonus game, and Fig. 7 is a timing 
chart showing a timing at which the wining sounds of the 
big bonus game are generated. 

[0065] In each drawing, the big bonus games are 20 
abridged as "BB." 

[0066] The indicating random number generator 45 
for generating the random numbers used for selecting 
the winning sounds is constituted by a refresh register 
having 8 bits from B 0" to "7" as shown in Fig. 3, from 25 
which 3 bits from "0* to "2" are used for generating 8 
random numbers from •0° to "7° to be employed. 
[0067] The random number sampling is updated, for 
example, at every interrupt processing and idling 
processing at intervals of 225 u.m (added "1 ■ by "1 "). 30 
[0068] While thus generated random numbers are 
used for sampling, the results of sampling and the out- 
putting conditions for the winning sounds of the big bo- 
nus game have a relationship therebetween as shown 
in Fig. 4. 3& 
[0069] Namely, as shown in Fig. 4, the winning 
sounds indicating the occurrence of a big bonus game 
are constituted by three kinds, i.e., winning sounds 1 to 
3. When the sampled random number value is "0," then 
the winning sound 1 is selected. When the sampled ran- 40 
dom number value is "1," "4," or n 5, B then the winning 
sound 2 is selected. When the sampled random number 
value is 8 2,* "3," "6," or "7," then the winning sound 3 is 
selected. Consequently, the probabilities of occurrence 
of the winning sounds 1 , 2, and 3 are 1/8, 3/8, and 4/8, 45 
respectively 

[0070] Without being restricted to those mentioned 
above, the random numbers generated in the indicating 
random number generator 45 and sound outputting con- 
ditions can appropriately be changed according to the so 
number of winning sounds and the like. 
[0071] In the process of selecting the winning sounds, 
as shown in Fig. 5, it is initially determined if the sampled 
random number value is B 0' or not (S1 ). Here, if the sam- 
pled random number value is "0," then the winning ss 
sound 1 is generated from the speaker 21 (S3). 
[0072] If the sampled random number value is other 
than "0," then it is further determined if this random 



number value is any of "1,* -4,- or m S m (S2). Here, if the 
sampled random number value is one of •l," "4," and 
"5/ then the winning sound 2 is generated from the 
speaker 21 (S4). 

[0073] If the sampled random number value is none 
of "1/ "4,- and -5," i.e. : one of *2,* 3," "6/ and V,' then 
the winning sound 3 is generated from the speaker 21 
• (S5). 

[0074] As the above-mentioned determination 
processing operations are carried out the winning 
sounds 1 to 3 are selected, whereby three different kinds 
of winning sounds are generated from the speaker 21. 
[0075] In the following, with reference to Fig. 6, the 
process of selecting the winning sounds of a big bonus 
game will be explained further in detail. 
[0076] In the slot machine 1, when game medals are 
inserted into the medal insertion slot 11 , or when the bet 
switch 12 or the max bet switch 13 is operated so that 
game medals are received within a credit range, a game 
can be started. Here, as the start switch 16 is operated, 
all the reels 5a to 5c start rotating, whereby a plurality 
of symbols are displayed within the display windows 4a 
to 4c as being moved at a high speed. 
[0077] After the individual reels 5a to 5c have reached 
a predetermined rotating speed, the stop switches 17a 
to 17c are operated, so as to stop rotating their corre- 
sponding reels 5a to 5c. Thereafter, it is determined 
whether a predetermined winning mode is constructed 
or not, and it is also determined whether a winning mode 
of a big bonus game is constructed or not. 
[0078] If a winning mode of a big bonus game is 
achieved here, then the process of selecting the winning 
sounds of the big bonus game is carried out. 
[0079] First, in this process of selecting the winning 
sounds of a big bonus game, as shown in Fig. 6, the 
random number for selecting the winning sounds of a 
big bonus is masked (S10), and the winning sound 1 is 
set (S11). 

[0080] Subsequently, it is determined whether the 
sampled random number value is "0" or not (S1 2). If the 
sampled random number value is "0," then the winning 
sound 1 is generated from the speaker 21 (S16). 
[0081] If the sampled random number value is other 
than "0," then the winning sound 2 is set (S13), and it is 
determined whether this random number value is any of 
"1." "4," and "5" (S14). If the sampled random number 
value is one of "i ," °4," and "5" here, then the winning 
sound 2 is generated from the speaker 21 (S16). 
[0082] If the sampled random number value is none 
of "4, "and "5," i.e. : one of n 2, G 3," °6, m and "7," then 
the winning sound 3 is set (S1 3) : and the winning sound 
3 is generated from the speaker 21 (S16). 
[0083] Though not depicted, when the combination of 
the symbols displayed on an effective winning line in 
their stopped state constitutes a winning mode, the 
number of medals corresponding to this winning mode 
are paid out, and then the process shifts to the control- 
ling process for the next game. 
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[0084] In the following, with reference to Fig. 7, a tim- 
ing at which the sound effects (winning sounds) of a big 
bonus game are generated will be explained. 
[0085] As shown in Fig. 7, at the timing when the last 
stopping reel (which is usually the right reel 5c) among 
the three reels 5a to 5c stops rotating, it is determined 
whether a big bonus game is won or not. If a winning 
mode of a big bonus game is attained, then a predeter- 
mined number of game medals are paid out. 
[0086] At the timing when the payout of the game 
medals is completed, a winning sound is selected, and 
thus selected winning sound 1 to 3 is generated from 
the speaker 21. Further, at the timing when the genera- 
tion of the winning sound is completed, actuation 
sounds of the big bonus game are generated from the 
speaker 21. 

[0087] Though three kinds of winning sounds are gen- 
erated in the above-mentioned embodiment, two kinds 
or four or more kinds of winning sounds may be gener- 
ated as well. Also, the plurality of kinds of winning 
sounds may be of any kind as long as they are distin- 
guishable from each other. For example, the plurality of 
kinds of winning sounds may be constituted by a plural- 
ity of tunes having different melodies or the same mel- 
ody with different tempos and intervals. 
[0088] Though the above-mentioned individual em- 
bodiments are explained, by way of example, in regard 
to the slot machine 1 as a typical gaming machine, the 
present invention is also applicable to other gaming ma- 
chines such as pachinko machine, pachislo gaming ma- 
chine, and the like, for example. 
[0089] When a special game occurs, the gaming ma- 
chine of the present invention selects one sound effect 
pattern from a plurality of prestored sound effect pat- 
terns, and generates sound effects based on the select- 
ed sound effect pattern, thereby informing a player of 
the occurrence of the special game. 
[0090] Consequently, there is a possibility of sound ef- 
fects with different sound effect patterns occurring upon 
each occurrence of special games. Hence, the player 
can feel a new impression every time a special game 
occurs, thus being able to fully enjoy the pleasure of 
gaming without monotonously playing games. 
[0091] Also, the sound effect patterns are selected ac- 
cording to a random number value generated within a 
predetermined numerical value range. 
[0092] As a consequence, when a special game oc- 
curs, it is unpredictable which sound effect pattern is 
used as a basis for generating the sound effects. Thus, 
unpredictability is yielded in games, whereby the pleas- 
ure of gaming can further be enhanced. 
[0093] Also, the sound effect pattern can be selected 
upon the occurrence of a special game. In this case, as 
the selecting of a sound effect pattern is always carried 
out for each special game, there would be a higher pos- 
sibility of special games generating respective sound ef- 
fects different from each other, whereby the pleasure of 
gaming can further be enhanced. 



[0094] A gaming machine comprises sound effect 
pattern storage apparatus storing a plurality of sound 
effect patterns therein; sound effect pattern selector for 
selecting one sound effect pattern from the plurality of 

s sound effect patterns stored in the sound effect pattern 
storage apparatus according to a predetermined condi- 
tion; and indicator for informing, when the special game 
occurs, the player of an occurrence of the special game 
by generating sound effects according to the sound ef- 

10 feet pattern selected by the sound effect pattern selec- 
tor. Consequently, the player can feel a new impression 
every time a special game occurs, thus being able to 
fully enjoy the pleasure of gaming. The sound effect pat- 
tern storage apparatus and the sound effect pattern se- 

*s lector are constituted by a control unit 23, whereas the 
indicator is constituted by a speaker 21 . 

Claims 

20 

1. A gaming machine which causes a game to be 
played on condition that a game medium is inserted 
therein, and allows a player to play a special game 
more advantageous than a normal game when a 

25 predetermined condition is achieved, said gaming 
machine comprising: 

sound effect pattern storage means storing a 
plurality of sound effect patterns therein; 

30 sound effect pattern selecting means for select- 

ing one sound effect pattern from the plurality 
of sound effect patterns stored in said sound 
effect pattern storage means according to a 
predetermined condition; and 

35 indicating means for informing, when said spe- 

cial game occurs, said player of an occurrence 
of said special game by generating sound ef- 
fects according to the sound effect pattern se- 
lected by said sound effect pattern selecting 

40 means. 

2. A gaming machine according to claim 1 , wherein 
said sound effect selecting means comprises: 

45 random number generating means for generat- 

ing a random number within a predetermined 
numerical range; and 

wherein a sound effect pattern is selected ac- 
cording to a random number value generated 
50 by said random number generating means. 

3. A gaming machine according to claim 2, wherein 
said sound effect pattern is selected by said sound 
effect pattern selecting means upon the occurrence 

55 of said special game. 

4. A gaming machine according to claim 1 , wherein 
said sound effect pattern is selected by said sound 



BNSDCCID: <EP 0997856A2J_> 



7 



13 EP 0 997 856 A2 

effect pattern selecting means upon the occurrence 
of said special game. 

5. A gaming machine according to claim 1,- wherein 
said gaming machine is a slot machine. 5 

6. A gaming machine according to claim 1 , wherein 
said sound effects comprise a fanfare. 

7. A gaming machine according to claim 1 , wherein 10 
said plurality of sound effect patterns comprise a 
plurality of tunes having melodies different from 
each other. 

8. A gaming machine according to claim 1 , wherein 15 
said plurality of sound effect patterns comprise an 
identical melody but differ from each other in at least 
one of tempo and interval thereof. 

20 



25 



30 



35 



40 



45 



50 
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